The effect of “big city adventure” game media on vocabulary mastery the seventh grade of SMP Nusantara Palangka Raya by Saputra, Boby
 
 
THE EFFECT OF “BIG CITY ADVENTURE” GAME MEDIA ON 
VOCABULARY MASTERYTHESEVENTH GRADE OF SMP 
NUSANTARAPALANGKA RAYA  
 
THESIS 
Presented to the Department of Education of the State Islamic Institute of Palangka Raya 



















THE STATE ISLAMIC INSTITUTE OF PALANGKA RAYA  
THE FACULTY OF TEACHER TRAINING AND EDUCATION 
THE DEPARTMENT OF LANGUAGE EDUCATION 
THE STUDY PROGRAM OF ENGLISH EDUCATION 
1437 H/2016 M 
  
APPROVAL OF THE THESIS ADVISORY COMMITTEE 
Tittle of the Thesis : THE EFFECT OF “BIG CITY ADVENTURE” 
GAME MEDIA ON VOCABULARY 
MASTERY THE SEVENTH GRADE OF SMP 
NUSANTARA PALANGKA RAYA. 
Name : BOBY SAPUTRA 
SRN : 1001120509 
Department : LANGUAGE EDUCATION 
Study Program : ENGLISH EDUCATION 
Level : S-1 
 









M.ZainiMiftah, M.Pd   Sabarun, M. Pd 
ORN.19750915 200912 1 002 ORN. 19680322 200801 1 005 
 
 
The Vice Dean I of Academic Affairs TheSecretary of Language  





Dra.Hj. Rodhatul Jennah, M.Pd Santi Erliana, M. Pd  






Palangka Raya, Mei 30
th
, 2016 
Case : Examination of Thesis 
To, Dean of Faculty of Teacher Training  
and Education, State Islamic Institute  
 ofPalangka Raya 
 In 
 Palangka Raya 
Peace is unto you and God’s mercy and blessing as well 
By reading and analyzing of thesis’s revision, we think that thesis is the name of: 
Name  : BobySaputra 
Student Registration Number : 100 112 0509 
Tittle of the thesis : THE EFFECT OF “BIG CITY ADVENTURE” 
GAME  
  MEDIA ON VOCABULARY MASTERY 
THE SEVENTH GRADE OF SMP 
NUSANTARA PALANGKA RAYA. 
Can be examined in partial fulfillment of the Degree of SarjanaPendidikan Islam 
at English Education Study Program of Language Education Department, State 
Islamic Institute of Palangka Raya. 
Thank you for your attention. 
Peace be with and God’s blessing 
 Advisor I Advisor II 
 
 
M.Zaini Miftah, M.Pd  Catharina Elmayanti, M.Pd 
ORN.19750915 200912 1 002 ORN. – 
 
  
LEGALIZATION OF THESIS EXAMINING COMMITTEE 
This thesis entitles THE EFFECT OF “BIG CITY ADVENTURE” GAME MEDIA 
ON VOCABULARY MASTERY THE SEVENTH GRADE OF SMP NUSANTARA 
PALANGKA RAYA in the name of BobySaputra, and his Students Registration Number 
is 1001120509. It has been examined by Team of Examination of the Study Program off 
English Education in the Faculty of Tarbiyah and Teachers Training the State Islamic 
Institute of Palangka Raya on: 
Day  : Thursday 
Date  : June 16
th
, 2016 
Time  : 13.00 a.m - 14.45 a.m 
  Palangka Raya, June 21
th
, 2016 
Team of Examiners: 

















The State Islamic Institute of Palangka Raya 




       Drs. Fahmi, M. Pd 





Education is the most powerful weapon 
which you can use to 































DECLARATION OF AUTHENTICATION 
In the name of Allah 
I myself make declaration that this thesis entitled THE EFFECT OF 
“BIG CITY ADVENTURE” GAME MEDIA ON VOCABULARY 
MASTERY THE SEVENTH GRADE OF SMP NUSANTARA PALANGKA 
RAYA is truly my own writing. If it is nt my own writing so, it is given a citation 
and shown in the list of references 
If my own declaration is not right in this thesis one day so, I am ready to 
be given academic sanction namely, the cancellation of the degree of this thesis.  
 
 
Palangka Raya, 28 May 2016 















THE EFFECT OF “BIG CITY ADVENTURE” GAME MEDIA ON 
VOCABULARY MASTERY AT THESEVENTH GRADE OF SMP 
NUSANTARAPALANGKA RAYA  
 
ABSTRACT 
This study is intended to know are the students at the class VII at SMP 
Nusantara Palangka Raya taught by using Pc Game Media gain better scores in 
vocabulary than taught by non Pc Game media. The objective of this study is to 
know the effect of using Big City Adventure Game Media on vocabulary mastery 
in writing skills at the seventh students of SMP Nusantara Palangka Raya. 
In this study, the researcher applied quantitative approach in collecting the 
data and the instruments of the study was test. The sample was all of the students 
at VII in SMP Nusantara Palangka Raya about 12 students. The validity is used 
content validity and constructs validity and the formula KR-20 is used to measure 
the reliability of the test. The data were analyzing using t-test. 
The result of data analysis showed the result of this study. Before 
conducting the treatment, the average score of students was 51.167 by level of 
completeness about 16.67% students who passed and there were 83.33% students 
who failed. After conducting the treatment, there were significant effects. The 
average score of students’ achievements was 81by level completeness about 100% 
students who passed and there were 0% of student failed. Based on the analysis, it 
could be said that teaching vocabulary by using Pc Game media “BIG CITY 
ADVENTURE” give significant improvement toward students’ vocabulary. The 
result can be seen on the statistical calculation, in which: to= 7.223. Then, it was 
consulted withttable(tt) whichdbordf = N-1 ordf = 12-1. Significant level 5% at ttable 
was (tt) = 2.201 and significant level 1% was (tt) = 3.106. So 2.201 < 7.223 > 
3.106. It meant towas higher than tt. So, the use of Pc Game media gives 
significant effect toward the improvement of students’ vocabulary. 
Based on the result of data analysis from vocabulary scores which gained 
by students before and after conducting treatment, there were significantly 
different (tobserved= 7.223 >ttable 2.201at 5% level of significance). This indicated 
that teaching vocabulary by using Pc Game media “BIG CITY ADVENTURE” 
gives significant effect toward the students’ vocabulary. It implicated, if the 
students were taught vocabulary by using Pc Game media “BIG CITY 
ADVENTURE”. Therefore, the students’ vocabulary score would be better than 
without using Pc Game media “BIG CITY ADVENTURE”. 
 




EFEK MEDIA PERMAINAN “BIG CITY ADVENTURE” PADA 




Penelitian ini bertujuan untuk mengetahui apakah siswa kelas VII di SMP 
NUSANTARA Palangka Raya diajarkan dengan menggunakan media Pc Game 
Big City Adventure memperoleh nilai yang lebih baik dalam vocabulary 
dibandingkan dengan yang bukan media game. Tujuan penelitian adalah untuk 
mengetahui efek dalam menggunakan media pc game Big City Adventure pada 
penguasaan vocabulary pada keterampilan menulis siswa kelas VII di  SMP 
Nusantara Palangka Raya. 
Pada penelitian ini, penulis menggunakan metode kuantitatif dalam 
pengumpulan datanya dan instrument penelitiannya menggunakan tes. Sampelnya 
adalah seluruh siswa kelas VII di SMP NUSANTARA Palangka Raya yang 
berjumlah 12 siswa.Validitas yang digunakan adalah validitas isi dan validitas dan 
rumus KR-20 digunakan untuk mengetahui reliabilitas tes. Data di analisa 
menggunakan perhitungan T-Test. 
Hasil analisis data menunjukkan hasil dari penelitian ini. Sebelum 
diberikan perlakuan, nilai rata ratasiswa adalah 51.167 dengan tingkat ketuntasan 
siswa adalah 16.67% siswa tuntas dan 83.33% siswa tidak tuntas. Setelah 
diberiperlakuan, terdapat perubahan yang cukup signifikan. Nilai rata-rata siswa 
menjadi 81 dan tingkat ketuntasan siswa yaitu 100% siswa tuntas dan 0% siswa 
tidak tuntas. Berdasarkan analisis ini , dapat dikatakan bahwa pengajaran kosakata 
dengan menggunakan PC Game “BIG CITY ADVENTURE” memberikan 
kemajuan yang signifikan terhadap penguasaan kosakata siswa. Hasil ini dapat 
terlihat dari perhitungan statistic dengan hasil sebagai berikut: to= 7.223. 
kemudian dibandingkan denganttable (tt) dimana db atau df = N-1 yaitudf = 12-1. 
Standar signifikansi pada ttable 5% (tt) = 2.201 dan1%(tt) = 3.106. jadi 2.201 < 
7.223 > 3.106. ini artinya to lebih besar dari tt. Sehingga penggunaan Pc game 
sebagai media pengajaran memberikan pengaruh yang signifikan terhadap 
kemajuan kosa kata siswa. 
Berdasarkan hasil analisis data dari nilai vocabulary yang diperoleh dari 
siswa sebelum dan sesudah diberikan perlakuan, terdapat perbedaan yang 
signifikan (thitung= 7.223 >ttable 2.201 pada tingkat signifikan 5%). Ini 
menunjukkan bahwa pengajaran vocabulary dengan menggunakan media PC 
Game BIG CITY ADVENTURE memberikan pengaruh yang signifikan terhadap 
penguasaan vocabulary siswa. Initerlihat, jika siswa diajari vocabulary dengan 
menggunakan media Pc Game BIG CITY ADVENTURE sehingga, nilai 
vocabulary siswa lebih bagus dari pada tanpa menggunakan Media Pc Game BIG 
CITY ADVENTURE. 
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